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In-2097, the Hevig class Star Freighter “THE BIGGUN" lost all 
power to its systems. With only 24 hours left to live, 
Star. Captain T. J-Birke did what any sane man would do... 


He wrote.a roleplaying game. 
Contained within these pages is a 95.34% accurate 
reproduction of the captain's hand-written scrawls*, 


Salvaged from his ship and released to the public 
for the first time. 


* Yes, he used a pen. 
It's ashock to us too! 
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‘Hello and welcome to a game TI wrote, Actually, oo writing it as I 40, 
50 Technically it’s not written yet a 


What's it about Well, allow me TO explain, 


q Using rules, rolepla ing games Cor “RPGs” as they are called by the 
boo) kidz) allow japhs to imagine that they are people or beings in 


extraordinary circumstances, Or at least circumstances that are 


slightly different to their normal day-to-day lide. 


Take me for example, My crew (the ones That are stil] alive) and I 
have the really tedious job o¢ transporting the materials required for 


terraforming Various rocks throughout the solar system, Via a complex 
system of gates which allow spaceships +o travel immense distances by 


folding space-Time (thanks Stephenl J, 


But I won't bore you with all that, What makes my current 
situation extraordinary is that ey ship’ s engines have chosen TO explode 


* That's the roman namera] for “one 


at Jess TL shouldnt complain expecially in FAIS ECONOMIC climate, A job's a J% right 2 


hours left to live. 
and nOW Tm stuck out in space with only 22 lee 
dust imagine how exciting this would be as an RPG, Think of the story 
possibilities! 


Being an honourable servant Fo The gaming community, T have thus 
decided to write a game based On my current sifuation, all whilst the 


Oxygen and f00d supplies in this hunk of dloating metal dwindle, Wow, the 


sacrifices T matel And it’s al) for you! Aren'+ I niceé 


mM plan is to write some mechanics, Then shoe-horn in some story ideas 


all WIT HOUT SToPPI NG! Let's see how that works out, 


Ne 


“Chapt er II | es 


ame One person at the table is the 
Game(s) Master/ otorg Te r/ Dungeon Master/ space Manager) 


and the others are players who pla the roles of the Player 
ed Crew Vemiine” I; For the record, I haven t got 
anation Of an RPG, 7Ou On the other 


Like with most RPGs, in This 
lle 


Characters Coal} 
the time To give an in-depth expl 
ne prekakiy 20 have the time, £040 look iT up and cOme back to 
this when youre ready, 


Done? oka , let's continue, 


When the role of Space Man has been forced upon someone Cor chosen/ 
Volunteered, id your gr Oup is of that disposition **), ele players 

make their Crew Members, I recommend using a piece o¢ paper Cor the 
character sheet that I promise To mate at the back of this book if 
T have time) and a pencil Cas brains arent good at remembering stud, 


Posy: 
T like that fast one — Ti) use itl 


at Why nore! It keeps with the space theme, 


aad learnt that word from De-Dl 


seni A TUT ay 
Fe 3 epee 

Each crew member has,,, ere. Attributes, Because T sawa +. ao 2s 
biology TV 4 i - in 
94 program once, t ey are, “¥ re 


Hes Brdrul® ~— how thinky your Crew Member is 
OKIM — hOwphis— physically tough they are 

Aras - how strong they is 

Fracers — how handy with their hands F hey's like 


Lees - how pualing and movey with their legs they are & 
Eves Ww Eds — how well Won ‘Member can see and hear stud 


Eee — Mout — how good at talky things da ‘Member is @, like 


HET — how expert] they can mentally say “HoT WAWTIIL” or 
aera control, honest guy" in their heads) 


Each pla er nOW has some points To distribute amongst these 3 
Attributes, Let's say 19, Wow, here's an AWESOME twists no 


Attribute can be B, nor above |B, and a Value may only be duplicated 
oncel Haha 


SPECIALTIES WWD FLAWS 
Most of the big games havea Auge list off special bonuses/powers/ 


tish/ abilities/whatevers for ple ers to choose from but T have less 
than a day +0 live so I’m not joing To do that. 


The pla ers get to invent their own situational bonuses called 
“Specialties “" These are Things that their Crew Member is good at 
Cfor example, mechanics, piloting, jumping, and Scrabble), Each player 


chooses 3 for their Crew Member, 
» 


* dot to be confused ane mg pilot, Brian ® . 
##A double nod to you my mutant friends of 7 Metis. 


cs me OE - ° 
* a... wie ee pee 


See @ 
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That's nice, isn't it? But look, I’m ina pretty dire situation right 
nOW, sO I'm going +0 add a double shot of failure into this games 
Adter choosing 3D ecialties, players must to choose 2 things that 


their Crew Member sucks at, I'm yoing +o be unoriginal and cal] 


These "Flaws", Like in the secTion title, T guess, 


Now, unlike Specialties, Flaws must have some impact on the story/ 
setting/ situation/ whatever, therefore players can t+ choose 

anything stupid like board games Who pla s those anymore anyway 2, 
Fe basket weaving, or go-karting, No no nol They have +o be 
things like guns, computers, physics, mOVing in ZerO-9,.. That wa 
eee ae Aree ee scares iT Mets mord (and you night ust 
be able to fee] ay paind. 


Final] ) and this is very important, pace Mans must approve 5pecialties 
and law's before flay, and eVeryone must understand how and when they 
can be used, Tf T hada pace Credit each time I saw someone get Ting 
shot or stabbed over something like this, T’d be like, 12 Space Credits 


richer, Roleplayers can be so passionate! 


OTHER STUFF 
Jome people think that a name and physical description would be 


ood for a Crew Member to have, I¢ you're one of. those people, do 
All that studf now, Also, if yOu Can be arsed, you could write a 


ae “background for your Crew Member as well*, Warnings some people will 


like +o do these Things Bf FORE ChOOSing 


ibu Specialties. a 
Flaws! Can ae imagine § | T+ makes mé Hae tes, per I+ es, and 


thinking about it,,, 


Td the Space Man Wants, (sJhe can allow pla ers To choose Weapons 


and other studf for their Crew Members (see later), 


ai pla ers should now have Crew Members ready for action, 


FIT, I havea headache, « « 


4 Wo 20,000 word essays, please! Contrary to popular Le/ep, Space Mans hate that! 
6 Really they do, Ard the ones that say they have read (ft are ariee+ Or unemployed, 
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vee and I ‘Ve just eaten RY Ia] POT RT Op: s : P 


THs BT ea IONG like these that slap you in the ee and egal ci 


that 9 Ou (poy +o asphyxiate Nees «18 hours 72 minutes, I 


suddehly fee very depressed, 


Jay this 
Anyway, endugh of my Whining, Now TO show you how to p ay 
fat oh game, Has ee to see what die I pull out gree my 


Space Dice Bag’ and use that for the core mechanic, «+ (Cone Cee 


ae T dropped that one under the console (I’]] find it later)... 
(a) y again, os 


THs a... DRUM RoLL!| 


dot | | Oh, how common, ., 


THE BASICS 


When a Crew Member wants to do a task that has some risk or challenge 
in/olved, the Dpace Man should ask the flay er to rol] a d20, 


4 oMG, that spelling looks right | first tine too! I bnew that biology TV program 


helped! More exclamation ‘abel I! And a smiley face. +) 


a# Tad’ sa dice with twenty sides, if you didn't £nOw, 


Bill willi 


eit - w oe a. ae -_— FF -» = Ey 
isk Deter ae eG 


, 


Tie Opace Man Fie ae two Attributes related to the oe 
The ple er looks at their Crew Member's Attributes and adds these 


tWO together, If the result of the d2o roll is equal +o or under this 


; Attribute total the Crew Member has succeeded at the task! Jay! 


However, it the result exceeds +his total, PDE epee mdheg die They 


ail a Be eel 
¢ ] + the t sk, Un-gay 


Th it makes sense to the situation, Specialties grant Crew Members 
a +2 bonus to their Attribute total, Players must get Dpace Man 
approval id they want this bonus, only One specialty can be applied, 
on the othe hand, if a task which The Crew Member sucks at arises 
Clue toa Flaw, they suffer a -2 penalty to their Attribute 


total, Multiple Flaws can appl » which can even cance) Out a 
Specialty!!! Mb AHAHtahahahaha aaaaall! Ahem, .. 


Have some example task Attribute tota]si 
Catch - Arms + Fingers 
Climb - Arms + Skin 


Drive/ Pilot - Brain + Fingers 
Hack Cof the computer variety.) — Brain t E yes and Ears 


Lift/ Push - Arms + okin 
Be Wice to People - Mouth + Heart 

Do Arty-Farty Stuff - Heart + F. ingers 

Ask “Ts He Lying?” ~ Mouth + Eyes and Ears 

nes is in ‘ Arms (sometimes Fingers for delicate stuff) 
Notice - Eyes S Ears + Heart (Brain for Searching) 

Pick Lock - Fingers + Brain ' 

Pneaky ~ Legs t&é yee and Ears 
Throw — Arms + Eyes and Ears 
Move in Low Gravity - Legs + Arms 


e 
z # Yeah, the Space Man can do this after the roll. Meh, why yore! Plog it how you 
want, T dont care, ry be dead when zou do, : wie : . 
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TASK DIFFICULTY 


Because CsJhe has the Powe Rk! | 7 a Ppace Man Bay say that a task 1s 
easier or harder than usual, To change a task difficulty al] CsIhe has 
to do is ge the Crew Member's Attribute total a modifier, 


As a uideline +2 1S an eas task whereas a -2 is a hard task, Sim les, 
J ? 7 P 


Woxkr we 7 oGETHER 


T¢ two or more Crew Members are able +o work asa Peach Bid 
“ ‘ +h, +") 
particular task Cand the Dpace Man sags, Verily, T shall permit at J; 


they each make a rol) with a + bonus to their Attribute totals per 
Crew Member in the team, The dpace Manis advised To give a jimit on 
the number of people Who can help BEFORE any dice are polled” 


Th one person succeeds their roll, the team share the success Cor even 
the Super Success**l Don the other hand, if al] members of in 
team fail, well, Par then they all fail Cand if One rolled a Boo-fPoo ) 


they all get burned ) * 


In some situations, The Ppace Man can cal! for different Attributes 


totals when working together, For example, one Crew Member holds 
the innocent victim down (Arms + dkin), whilst the other administers 
the truth -serum (Fingers + Brain), In this case, al] the Crew Members 


need To succeed, but they each still get the +l bonus per member, 


T need a bath, 


. # Watch out for thosé passione td € rolepla ers, 


a A new rufel Jee later 


. ait And another! | . 7 
- = = . = 
d - >. 


/ 


s 


SSeS te 


CE 
LeeLee of SuZEES, SUPER MOEN Tg 


Whenever a pla er succeeds at a task AWD rolls In or more on the 


dice, the “re awesome and Dpace Mans should throw them either a . 
metaphorical or literal biscuit, In other words, their Crew Memben has 


ao 


achieved greatness by succeeding spectacularly and should be penned 


Examples includes pud}- seduce the hot heir to the Zylaxian throne, 
jump further Gow Loring), bake 6 tasty cakes in one 90 


Like any good Tin, there must come the Yang, Tha Crew Member fails 
AWD the die turns up as 7 or less, they have “B00-Boo' ed” and eVeryone 
at the table should shout this loudly to rub it in, In this situation 
pace Mans should take away a biscuit, Or burn the Crew Member, 
Or just make his Cor her*) life a living hel] for the next ten to ten- 

xt 


thousand minutes 4 


Examples includes trip over, blow up a computer, hit your driend in ; 
the face with the melon that you're cut ting for the evening meals 


first course, 


Loo! Game Design Theory “¢ Clever people will notice that yOu can 

only get Super Successes Or Boo-Boo's if your Attribute fora) is high 
1 ae St 7, 

or low enough Thats What you get for being a cake-fu master, or a 
luddite, 


Versus RoLLs 


of coursé, TWO people Can compete against one another Fo accomplish a 
; task, like the first to grab a gun Or be the person to eat the most 
wholemeal bread, ‘In this case the competing sides both rol] a do, 


a Pewaise T believe ap everyone should suffer equally, 


a® Lor purely personal reasons, I recommend 2Y hours o¢ misery, 


‘ 


Q 
1 Wholm? Jever rolls highest, but still under their Attribute total 


(declared by the dpace Man) succeeds, Though a "successful loser” could 

still achieve something, It is possible Cand ikely) that the two totals 

could be made out of different Attribute combinations, Tf there's a 
: tie, nian Attribute totals, Tf there's still a tie, the Space Man 
can either ask for a re-roll or say fuck it” and let the tie stand, 


for examples My pilot, Brian, wants TO sneak past Mr, Paddies Brian 
rolls Eyes and Ears [gl] + Legs [y]) against Mr, Baddie s 

(Brain, D+ Heart [5]), Brian rolls a 7 whilet the apace Man rolls 
rolls a 3 for Mr. Baddie, Even though both ‘succeeded , Prian rolled 
higher and therefore snuck past Mr, Paddie, However, as Mr, Paddie 
succeeded, the space Man ass 4 declare that he knows something is up. 


Th both sides rolled a fail, the person who rolled the highest wins, Or 
the pace Man can call for a re-roll, wens \ 
Now to explain how Super successes and Boo-Boo's work with Versus P - 


Rolls, Heres a tedtei amber 57 oe 


k 
x ler! # KI 09 7 


Th the winner of a Versus Rol] scores a Super Success, CsIhe should be 
rewarded as such, unless the other person also scored one, in which case. . 
it’s only a success/win with Cadter a tie breach) atusuals Les Super” BG 


Successes cance] each other out, 


Jled a Boo-Foo, then that person should be un-rewarded 
<0 achieves Boo-Boodom, in which case 
tinne with re-rolls, 


Tf someone ro 
as such, unless the other person al 
they BoTH Boo-Boo ed The competition may Con 
depending on the siftuaTion and what The Space Man says, 


Jou get mee : 
4 That's ‘Keep Tt Super Simple’, eorry to et your AOpes up, Jad dies, ll 
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OTHER STUFF Pe oles 


To be honest, T wanted to carry on with more detailed task examples 
together with Attribute total lists and whatnot, but I'm d ing here, 
Fife ne wbone, wil yout! Th you find this not to your likingy you 
have my ful] permission TO slap my dead corpse (presuming you hind it 


of course), 


Ange , FJ better get on with the next chapter, 


. ‘AN 
’ \ 
: Ai se 
\ \ ? 
\ 
ae 
\ 
\ 
‘ Se 
\ . Me 
\ 
es ae. Ee i 
. yen ‘ 
* or a rescue ship, So aig” Moh ap PORE 
. SP NO. w & 
+ 
12 ~ Rae 
Nou 
<e aN 
oa S 5 
=. 
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oh, buggers T knew I would have to write this chapter eventually, Why 
do role-players always Want a tight ¢ ok, time TO pull something out o¢ 


a a 
my special place ~ also known asa head... 


When a situation calls for some time structure’, the Dpace Man 
should mention that the Final Fantas Ebdect has occurred, Jou 
know, That whooshing noise When the : Pees Eh Pees eee | i MUSIC 
starts and everything moves in slow-mo so that pla ers can choose 
tactically what they want to doe Alternative] ) The Dpace Man can 
simply oN doe a DRAMATIC SITUATIos! Shouting loudly and pointing 
epically would do wonders, Try it, Seriously. 


T urws 


A Crew Member acts on their turn, A turns length can Vary between 2 


and 20 seconds depending on the story and the whims o¢ everzone Cneaning 
the pace Man), 


Tue ORDER (on "Twrtratzve **) 


How shal] we do this Let's say that ina Dramatic situation Crew 

Members and baddies act in order of Brain from highest to lowest. if 
there's a tie, the highest Legst** qoes dirst. Th there's stil] a tie, 

the highest Eyes and Ears goes first. 


x for examples The moment af fer 5 i Ye gilt fOer put Ona Kagon’s Join clothe 


at Tf the name ain broke, dont fix itl 


at There must be a joke in there somewhere, (3 


7” 


During their Turn a Crew Member or baddie can swap places with the 
Crew Member immediatel below them in the turn order id they want, 
This new, un-Freudian positioning lasts for the remainder od the 
Dramatic situation, 


WHAT Jou CAW Do Ow Jour T ura Durre DRAMATIC 


Srrvatrows CAKA “Actrows ) 


A person Can adigas Ss talk and move Gd able.) on each od their turns and 
can also do one Cand only one! 3) o¢ the other actions below, 


TALK A person can sag something short, Fiat's easy. 


Move A person Can move IB metres Cor 32, 8883797 feet) each turn, 
Unless of course, they are in melee combat, in Which Case they have TO 
Withdraw, Some Ferrain can be harder to move over, so The Dpace Man 


Can impose movement penalties, For examples half—speed when c] 
or quarter speed When swimming, 


imbing, 
MovE FASTER T he person can move faster, They move extra metres 

/ ire eee 
equa to their eys. Also known as running OF sprinting, 


WrrHorAW This is The only Way to get out of melee ine — 
et ting smacked, The person a +o run Away ike uA cs 
ee a Versus Roll using their © e7s + Brain) against e Leg i 
Eyes and Ears) of all opponent s they are in melee With, The pansy © 

Wes and COmpares their result to each of the opponent s $ 


Tf the pansy Wins against ALL their opponent 5, they can move as normal 


upTO 3 metres plus half their Legs. Th the pans does not win the 


. roll against OWE or more of the Opponents, The Withdraw has failed 
and they stay prt. 


Bill william 


tf a person moves Out of melee without doing a Withdraw Thing, then 
all baddies in melee may make an Attack on this idiot immediately, 

The idiot still gets TO move aWay afterwards Cid they are alive), and 
then stil] pertorm an action, 


Toilet break, 


Arr Ackl Finally! How to kil) stud! First up, it’s a Versus Roll, 

The person making an attack Clet’s ca]] them the Attacker) makes 
an Attack Roll’ whilst the target Vet's cal] them Bradteg the 
Defender.) makes a "Defence Roll Gé they are aware, not bound etc, ) 


To make a ranged attack, an Attacker must be able to see their 
target and be within Weapon range, Lon ranges Can aller pena Ties Or 


be impossible Glease consult your nearest pace Man for details), 


To make a melee attack, an Attacker must be next to their Farget. 


ge ; M, W 
They are considered to be “in melee, 


Have a look at my nice Table TO get the right Attribute totals for: 
the Attack and Dopipe Rolls, : 


Arrack AtTerpuTe ToTAL DEFENCE ATTRIBUTE ToTAL ~ 


Lowest thighest of 
MELEE Arms + Finger st Arms, Legs, o Fingers a. 


RMIGED Fingers + Eyes and Earshh# Legs + Eyes and Ears 


Tf the Attacker wins the Versus Roll, the Defender is hit oe takes 
damages dee the Weapons and Damage section that IT hope TH} remember 
x 


to write below*** 
# You Can sWap Fingers for Legs ibe Kicking someone, Aso, Kicking pretty much alvays counts 
as being unarmed, 

a* Meh, Why nore 


aa# Tf He ranged weapon is primitWVe Eye A Javelin or bow, it’s Arms t Eyes and Ears), 


. IF 
AKKK T hig ig the sound of me trying +o remember; “Habbercreraghhs| = 
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; GRAB/ GRAPPLE WhyE Why did T have +0 include this?! Nobody does it 
an hs ok, deep breath, 


The Attacker and Defender make a melee Versus Rol] as normal Cusin 
the usual Attributes. Tb the Attacker wins, CsJhe grabs the 
Defender, No damage is caused this Turn, The grabbed person ma 

only choose To either break free or turn the grapple around and grab 
+heir opponent on their next Turn by winning a successful Versus Roll 


Anyway, id the grabbed person is still grabbed on the Attackers next 
turn they can suffer Fist or Smal} Weapon damage automatically 


Uttacker’s choice) and can be pinned with another successful Ver 
Roll, The Defender can then try To break free again on their next = 
turn but wil] be On The Floor and so the Dpace Yan should + 

TO the Member in contro] of the Sifuation, ,, One Ne 


LF £ always abit easier FO smack Je i 

ack people involved ina rap le, right @ So 
the pp Man should give bonuses to attack Cr ee ae: uy oe #2 
depending on how the sg opplers are posit ioned), A miss has a 29% chance of 
litting another grappler. Poo-boo's can make Tis chance quadruple 


That's it, Wo more, Moving on, 


lly know what I want with this, but it could 


MAWoEwre T dont rea 
ay eb a person want $ 


represent a trick feint or something simil 
to trick someone Cor someTHING) they are in melee With, they roll 


se + Mouth) against the target's (Eyes and Ears + Heart), The 
addie get s a —2 penalty on their next two rolls if they lose Cor four 


rolls ono Boo-Boo/ Super Success), 


Drsheam In melee, make Versus Rolls as usual, Th the Attacker wins, 
nO damage is caused, but the Defender’ s weapon flies a distance awa 
aa metres € ual to half the attacker’ s Arms, in a random direction 


(rounded down), Td the Attacker is unarmed, Csdhe can take the 
‘ Weapon instead, ; 
» 


# As chosen by the Space Man, fe 


. 
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Wrowe—foot / 7 kIP A person Can make another person in melee be a person 
on The Floor b doing this action, Make a Versus Roll, The Attacker 
uses (Leys t Arms), whilst the Defender uses their usual melee Defence, 

Td the Attacker wins, the baddie takes | damage and is On the ground, 
Ppace Mans; make Boo-Boo'ers fal) off ledges ~ it’s fun 


Push/ Shove Make a Versus rol) in melee, Both Attacker and Defender 
roll (Arms + Skin), Again, watch out for the Boo-Boo's and ledges, ) 


WEAPoWS AWD DAMAGE! 


When you hit sOmeOne, you give them as much hurt Cuore COMmOn| 
u“ “ — 
bnown ws” damage as gout Weapon causes, There are three Weapon 


sizes and two Weapon F pese ranged a es melee, Other than 
that, woe can make up es they look like and The science behind them, ° 


Enjoy ae Weapons Tablet y 


DAMAGE RuLEs 


WEAPoW eee 
Always equipped, unless youre ar 


Bill Wwigiam (Orde 
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Unarmed/ Fist / Kick ! 
Smal] Melee Weapon 2 
Medium Melee nee 2 Weed to use 2 hands unless Arms 9+ 
Healy Melee Weapon oY Weed FO use 2 hands unless Arms ot ‘ 
Smal] Ranged Weapon Dy 
Medium Ranged Weapon 3 Weed tO use 2 hands unless Arms SL 
Heavy Ranged Weapon ¥ Need to use 2 hands unless Arms St Ss 
and other awesome stud, . 
d obab} have explosive wearers" _ F d = oo 
ae ee 7 encouraged to make those up unt i] T produce : 
supplement for then, of course? ee 
patel! 1m 30 um) ae 
f 


ur Bree 


i 
a 
“NN? 1B’, 
ae 
a 


When an Attacker successfully bits their target, a Weapon causes the 
amount of damage Ge, reduces Health, dil Soe stated in the Weapon 
Table above, A Super Successful hif causes 4 damage, and a Boo-Boo'ed 
defence ro|] causes an additional +l damage, 


HEALTH A Crew Member and/or baddie has a number of Health point s equal 
to their dkin, which drops as they suffer damage, They are On The chen 
and start d ing at B Health, When someone is d ing, they die total] 

and complete] on the Attacker’s next turn ae Goce up To 
health somehow G+ takes one extra turn +o wake up J, Th a Crew 
Member or baddies Health drops to the equivalent of negative +heir 
Skin At tribute, they are automatically killed (their body has gone all 
mushy), Make sure eh keep track of this ‘negative Health 


Wouwd PENALTIES 7 0 make the game eVen more nasty, r’)) add in Wound , 
penalties to remove that silly T'Ve still got IL hit point and I’m fine 


syndrome, 


Td you lose half (rounded down) of your Health, points 7Ou suffer a -l 
penalty when working out Attribute totals, Tf you lose a quarter 
Crounded down), iF increases TO a -2 penalt . eee have a Skin et 2or 
ly ever suffer the -2 penalty Ge When you drop To | Hea Th). 74 
ties Cbeing that sucky is bad enough). 


3 you On 


you have | Skin you get nO pena 


NATURAL HEALIWG A person or other living Thing regains | Health back per 
week, or 2 id resting/ doing light activity (that means “not pede 
Ppace Mans can be nice and add | if a Befca) prion is present to take 
care of the pérson/thing during that time, Vo rol] required, Mice, duh 


Remembers A Crew Member's Health can never exceed their Skin, 


OTHER DrAMATIc KuLEs 

MoLtreL—E MELEE ATTACKERS 70 make hight ing even nastier, id someone/ 
something get s attacked more than once between their Furns, they 

r -) sudfer a cumulative =I penalt to their defence and reactional Versus 
uae rolls Per attack made on them after the first. 


(8 
‘ 


4 
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; \ 
For examples Our good friend Brian defends the third attack against 
him in the same Turn with a -2 penalty. 


Armour Tf the Ppace Manager! Dis allowing armour in his/her game, it has 
Armour Points Col, how original), These reduce the damage suffered by 
that amount, Dpace Mansi When allowing armour, IT recommend | or,‘at- 
a rea] push, 2 Armour Points maximum, 


‘ 


Kaockre SOMEONE OUT This is always so complex in RPGs, so let's simp] fay . 


that when you kil) someone you Can shout? uy choose to knock them \ 

out instead , They are at | Health, but not d ings They wake “up a ra ao i ~ 
number Of minutes later equal +o double the negative health hey would - P 
have ended up with Gnininum 2 minutes )*, Moving On nOW, aes : . 


FaLtruc T¢ someone falls, they get hurt Crhat’s what artificial 

gewity Was designed tor), The fallee suffers damage/ loses Healt) 
equal toa half of the number of metres fallen, Tf GsJhe succeeds.at 
aller... Legs t dkin) roll, this damage is reduced TO a third Cor a 
quarter on a Super Success), They end up On The Floor after. 


OW THE FLoor When at tacking someone On The Floor, melee attackers get 
a bonus (42) and ranged attackers get a penalty (-I or -2 depending On 
the range), To stand up from the floor, a carpet -stroker must use 
it’s move action for the turn and curse lots whilst doing sO, 


ld write some rules so that you can first aid 


Forest Ard I Juess I shou 
be successfu ly first 


someone On your turn, An inured person can only 
aided Once per injarge 
Oh, you. what more detail? Let's say the First Aid roll is Brain + Fingers), 


aeok result is that the injured people person regains | Health Q@ witha 
duper Success), Without a medica] kit, a first aider suffers a -2 penalty 


to their Attribute total, Ask your Space Man if you. Coan) have One 


# You could square root it and mult iply by four after, ib you “re one Of, “those “ people. 


a# 7 recommend walt ing until (she’s ina food mobd, Maybe crack a Joke or two, or 
make them a cup of. Fea served with a biscw'F or ght CO that sometimes helps, 


ats Digest es would be nice, 
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Remembers A Crew Member's Health can never exceed their Skin Ceja’Viad, 


Th someone has successfully aided a dying person, the ‘die-er’ wakes up 
a turn later with | point od Health, or 2 points with a duper SUCCESS, 


but automatically dies with a Boo0-f00, 


Survivrae rv VAcuum HAL just remembered about this import ant 
space thing that I can’+) see through the porthole and, as the game 
is about space, T think it might be important TO add in, 


Humans can survive ina Vacuum for a number of turns equal to half 
their Skin Gounded down), After that, their bodies say, "T don't like 
+his” and shut down Ge, they drop to B Health automatically), 

They die one turn later (IT guess we |] make the Turn IB seconds long in 
this case, and they die on an Attackers turn, id applicable), Unless, of 
course, they are rescued, First Aided and studd, 

MAKE SitT UP ok, the possibilities are endless, That's why we pla these 
James, am Tr right #2 The pace Whatever-I Ve—Called-7 hem, should mate 
up actions and WRITE THEM DOWN so you can use them again in the 
future, r’]) even leave Space for ou here, Let me get your brain juices 
dlowings How would you let someone break their fall How long does a 
Space suit’ s oxygen Supply last, when it's been damaged ¢ COmmOn sense, ay 
dear pace Man and players. Please use it, 
or; 


j 


| Space, TD use, ae 


|” pee 


* inne « "HELL 76 Me 


a# cant fear youl | 


~ Bill william, (¢ 


: Chapter V 


~ BADIIES..,, 


(Mua wre P 


4 ° 


Ib it wasn > obyious, This chapter is written for Dpace Mans, 


To keep it short, T wont be writing one Of those big beast yery-chapter— : 
Things, I I] just give you some ideas, Actually, Tl) make up some guidelines 


ome baddies or eVen nice friendly people, ike 


sO i Can make up s : 
er,,. other nice 


blacksmiths mechanics, sanitation engineers andy os 
friendly people. 


How skilled do you want the baddie to be? Simpl give them a number of 
Attribute point s, Specialties and Flaws based on how adept they are, 
dee the tollowing Table Cor just ignore it and do What you want )/ 


ADEPT-WES5S bata ‘ SPECIALTIES FPLAWs 
Amateur 39 | : 
Wverage Dude 1p 2 3 

Skilled Man/ Lady 5 3 s 


X~fu Master 


where x’ is What the 
are a Master of) 7 


77 oY D: 


Jou can give them whatever equipment and Weapons yOu want them 

+o have or ee This equipment can also be incorporated into the 
baddie’ s den For example, have you seen that film where a ship's crew 
the stuck bn a ship with a space creature (commonly called an ‘alien’ ) 
which has ea! claws ahd an insatiable appetite for HUM An! FLESH? 
In this case, the baddie has medium melee Weapons instead of handst#l 


# Which indirectly means yOu are fing these to the Crew Members 
ih they win a fight — the thieving bastards! 
2 


a# wal Td Ike to see the Crew stea/ those! (on second thought maybe T wouldn't.) 
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Chapter VI ; - /@ ; 


EXPERTEWCE 


T¢ you REALLY want XP in your gore then the Dpace Man can allow 
you. To raise an Attribute by one, or take/learn/ gain an extra 
Specialt every noW and then if you've succeeded doing a Thing at least 
2 Times, Space Mans should award this once every 2-Y sessions”, 


we, 
ty 
‘ 


Boe 
q 


oo 
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@ 
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4 bal Like you ‘re going FO /lay This game for that Jong! 
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Last chapter, T promise’ 


Genius RPG Designer, 


T can hear that ou re begging to asks “Mr, 
7 Wd 2" hes 


what great stories can We tell with your awesome game 
ee that you want to ask me that, as I have several] ideas to 


give fete 
eG? my brain is beginning to shut down*® T have to be 
quick, Here s a list? 


- es has One or more Space monster sett aboard, and it's 
they re) eating people, It’s survive or be.,, survivedl 

- The drifting ship drifts closer to another drifting ship That S 
driftin through Space, Perhaps there are parts on it that the 
a could use to make their drifting ship nO longer drifting? 

Time TO suit UP. 

f+ sh a arifti hip and the life support will on| last 
The Crew are ona drift ng ship an Te eg ae) 


for 3 more hours, Thing is, the rescue team wi 


T¢ only there weren ¢ sO many people left alive... Do the maths. 


~ Boarded by space pirates CARRGGH! !) or ninjas Ge ase: 


* More to myself than yO 
at a9 mint es hkérl 
AAM Lead ~ afen(s), . . a 
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~ The Crew are space-mercs runing from the Jaw and can Only get by 
by offering their services Fo ne need, Maybe they're called the 
iva 


-Team 7 


~The drifting ship crash lands on a distant planet and the crew have 
to fix their ship to get home, However, the natives aren't helping. 


The ship's artificial] intelligence’ * has it’s own agenda, Can you say, 
government conspiracy. ¢ Dun—dun—Duuunnnal | 


- A mixture o¢ two of the above, 


~ A mixture of three of the above®**, 


\\ 
Huzzan T'M fr NISHED? : 


aan 


or not. T just remembered That I stil] have TO make that 


character sheet, ., 


4 You know, Like that old how? See what I did there i 


x 
ad Tf didnt have one, 1F AOES NOW, a 


Att of, T “na clutching at straws hereres 
ay 
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ATTRIBUTES 


Beare = SKIW ARMS Frocerss  Lées 


SPECIALTIES FLAWS 
Aqrpcx/ erence / 
Ac Tod ACTIO# 
MELEE SS 
rms Inger s # Lowest + highest of 
Arms t Fi ee gd Figers 
RMGED 
Fingers Lyex Pes Ht Leys # Eyes and Ears 
WITHDRAW ae 
Leys + Brain Leys t Eyes and Ears 
MMEWRE oes ee 
Frain + Mouth Peart + Eyes and Lars 
WrowG—Foot / 
USE Sages Hila defeat 
Push/ SHOVE 


Aras + Shin Arms + Skin 


* Swap Fingers for Leys ib Kicking, 
ak rf, ‘primi t WV, ey 4 Javelin or boW, use Oras t Eyes and Ears), 


EYES Awd 
tes Mout# HE Aer 


WEAPoWs ¢ 
EaureMEwT 


HEALTH 


MK, 


Skin 


CURRENT 


AeMour 


Wound penalt Ves, 


lif, under half, Bi dee 

-2 ih under quarter Mar, 
a 

rounded dOWn 


bey 
> f Through 


SPACE 


Thank you for reading Drifting Through Space. 
| hope you enjoyed it! 


This game is in constant flux and is continually being improved and 
refined. IF you have any comments or suggestions to make this game 
better (or simply tell me how awesome it is!), please email me at: 


michal@modiphius.com 


| look forward to hearing from you! 


Micha 
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MoDIPRUS 


EXPLORING NEW WORLDS 


SX & Brel hore 
7 RionstPee 


= KEEPER'S QUIDE TO THE 


ANTI 


ATLANTIS... & 
crt INTHE CLOUD: — 


JOIN US AT 
www.emodiphius.com 
facebook.com/modiphius 
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